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INSTRUCTION BOOKLET 


This official seal is your assurance that Nintendo 


has reviewed this product and that it has met 
our standards for excellence in workmanship, 
reliability and entertainment value. Always look 
for this seal when buying games 

and accessories to ensure 

complete compatibility with 


your Game Boy System. 


All Nintendo products are licensed by sale for use only with other authorized products 
bearing the Official Nintendo Seal of Quality™. 


TM AND ® ARE TRADEMARKS OF NINTENDO OF AMERICA INC. ® 1995 NINTENDO OF AMERICA INC. 


“ 


arcade 


aaa CLASSIC 


THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE RATING 
BOARD. FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT 
ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB 
AT 1-800-771-3772. 


Thank you for selecting the ASTEROIDS®*/ MISSILE COMMAND®**Game Pak for 
the Nintendo® Game Boy’ unit. 


Please read this instruction booklet thoroughly to ensure maximum enjoyment of 
your new game. Then save this book for future reference. 


‘ 


*®& © 1979, 1995 Atari Corporation. Developed by Accolade, Inc. Licensed to 
Nintendo. ASTEROIDS is a registered trademark of Atari Corp. 


ust this once, why can’t your radar screen bee 


= Bwrong? But no such luck today. There are way 
i . “4 


\ oo many blips out there. This is your worst 
nightmare come true: an unavoidable asteroid gem 
belt blocking your path. Now you may never cor “_¥ 


back home. Not alive, anyway. And to makel ‘Ss 
matters worse, your radar screen also detects = 

Meeestrange, faster moving blips. Blips you’ve neve tae” 
seen before. . 
Btowards you. 
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x gaa The object of Asteroids is to 
é. ~ «destroy all of the asteroids on the 


“ig “screen before they destroy your 
r Ship. At the same time, you must 
q~: “avoid the hostile saucers that sporadicall 
-“ *~ appear and attempt to blast you into cosmic 


L 4 piebris. z. 
«4 GETTING STARTED 


gPak (label side out) into the Game Boy unit and 
turn the power switch to the position. 
aWhen the title screen appears, press 
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ing), and then press the 


mero access the main menu. From the lease i 
|main menu, press the ieee fara 


Meeor the Options Screen, or press the 
2 to begin play. ~- 
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Pah na & Enter Hyperspace (ship IS warped O 2 rt 
x ... random location on the screen) JA 
, 6 Fires the ship’s photon cannon ‘ 
ai UP = ship’s thrusters 


*“wise/counterclockwise 
r.3 Pause game 


* “LEFT/RIGHT = rotate ship clock- 
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| x LJ ‘START’ TO PLAY 
By going to the Sations Screen, ‘SELECT’ FOR OPTIONS 
myou can set both the Controller DIFFICULTY aa 
BConfigurations and the Graphics 
Sumemestyle. Press on the 

Semmecontrol Pad to choose Controller Configuration .. _* 
or Graphics Style, and press on th olen 
Control Pad to make your selection. Finally ap =~ =<! 
press the to begin play. - 4 
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ee! We 
was There are three difficulty levels in Asteroids im 
Z. ~«To select one, simply press on thea 
«><a “Control Pad to display one of the following: aa 
ty Novice - Play begins with twommiia 
" “large asteroids on the screen. There are N Oaall 
- «~ hostile saucers in this level. me : 
re Intermediate - Play begins withi=™ 
“ $F our large asteroids on screen. Enemy saucersi—_ 
fe. are very accurate here. Pate 
Expert - Play begins with ‘i 
a@large asteroids on screen. The enemy saucer 
are extremely lethal at this level. 


Again, the object of the game is to vaporize all 

asteroids using your ship’s photon cannon. : a 

BAIso, eliminate the hostile saucers that spree 
—_ 


mon the screen. Here’s how it works: 
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mWhen you shoot a large asteroid, it breaks TY ot 
into two medium asteroids, which spin off ing. <i 
different directions and velocity. — 
maeWVhen you shoot a medium asteroid, it breaks 
emp into two small asteroids, which spin off ing 
feeeeeedifferent directions and velocity. 

— tie you shoot a small asteroid, it disappears. 
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N ~,, AS mentioned earlier, you start off with three 
é. -“sextra lives (ships). However, an extra life wil <a 
“~<a. “be awarded for every 10,000 points scored. 


*.“Points are awarded for the following: 


galhe current score and the number 
lives (ships) remaining are 


After all asteroids on the screen 
are destroyed, a new round 
mbegins - with the addition of one 
meamore asteroid. This pattern con- 
inues until a maximum of six 


large asteroids appear at the beginning of each pee 
round. In addition: a ' » 
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BE ach ship is equipped with a single photon 
Be ecannon which can shoot several bullets at a Se 
meme. Ff: 
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Ships also have a Hyperspace Drive, a mecha- (A 
é. ‘nism which will warp the ship to a random loca-—™ 
a> “tion in space. Though useful in a sticky situa- 

- tion, using the Hyperspace Drive is alway 
q~ crisky. You never know when you might beg 
“*- #- warped into a predicament worse than the onem 
4. he just escaped from. 


~s TRATEGY AND PLAYING TIP: 


You can shoot anything on the screen, but 
gyou will score more points if you use a system 
of target priority. The following example, exe-3i@ 

Bcuted in the order listed, will help you preserveaaaam™ 
your ship as well as high score: 


\ You do not need to move your ship forward to™ 
Smeeeiay. You can stay in one place and fire while using-® 
“\ fi Hyperspace Drive to avoid asteroid collisions. 
mHowever, learning to maneuver your ship can oie 
your playing time by three or four ships per game. ir 


f The playfield wraps around both ORSON RSIS 
wend vertically. 


ay oan tl Use and 
mietters for high score. Use 
Meee Pad or the to move the cursor right one 


Sees left. Use the or to finish. 
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INTRODUCTION 


The first summons for help comes from, Cairo, Egypt. 
Then New York City. Now London is under attack. 
Rumor has it that Sydney, Paris and Moscow are: next. 
Sixteen cities if all’are slated for destruction. 
Millions of innocent. hives are innyour hands, all 
depending on you to, fend off a horrible barrage of 
bombs and missiles heading towards their homelands. 


It’s just you and your 
two anti-missile silos 
against..an-— un- 
known,relentiess 
enemy... You must 
intercept all incoming 
warheads before they 
hit the ground, or it’s 
“adios, amigo!” 


GETTING 


STARTED (2 Sy z 
— | 


Insert the Asteroids BE ht 
/Missile Command 


Game Pak (label side 
out) into the Game Boy unit and turn the 
power switch to the “ON” position. When the 
title screen, appears, press UP/DOWN on the 
Control. Pad (or the B Button) to choose 
Missile Command, and then press the SSART 
totaccess the 
eye | main mend. From the 
Pate iia 2 main menu, press UP 
/DOWN on thexControl 


* ONE PLAYER 


THO PLAYER 

res ce Pad to choose your game 

CREDITS mode, and then press 
the. START Baitton to 
begin play. 17 


B BUTTON 


SBUTTON 
CONTREBPAD 


SELECT BUTTON xen ED) Ee ser SUTTON 


A. Bupton: Fire missfte ‘from: the | 
RIGHT missile silo i 
B Buttons: Fire missile from the LEFT 
missile silo 

Conttol Pad: Atm.you- targeting 
crosshair 

Start’Button: Pause game 


NOTE: Press Start + Select + A + B to 
reset your game 
18 
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THE MAIN MENU mssite. 


conmana 


Before you can begin saving the 
world, you must. first select one of the Me Brave 


THO P 
j HIGH SCORES 
following Game Modes: CREDITS 


Standard Missile Command 

Compete against a friend. 
In two player mode, both players share the same Game 
Boy, but take turns and have separate scores. 


To select a Game Mode,,use the Control Pad to high- 
light your choice, then press the 


Again, the object of the game is to protect your cities 


smart bombs. Do this by shooting the attackers from the 
sky with: your two anti-misstle’silos, The game begins in 
Cairo, ‘Egypt, but there are 15 other actual.cities world- 
wide on the verge,of being attacked. Each city consists of 
six independent “districts” (represented by a skyscraper). 


ROLLS 
You must protect a- city through TWO separate inva- 


‘ 
| 
from attack by enemy.missiles, bombers, sateblites and 
| 


sions ta successfully complete ONE 
round. After each round, .a new city will 
appear for you to 
defend. In addition, 
point totals will 
increase after every 
round (see Scoring & 
Gaining Extra 
Districts). If you happen to successfully 
defend.all 16 cities, then get ready, 
because you get to defend them again. 
Good tuck! 


You control two anti-missile silos 
located tat each end of the city. 


Rl Wee a ear ae Each silo can fire only 15 missiles 

wg: SEES Sg IP OR SNe pata eRe ’ 
ate ge * per attack, so. don’t waste them! If 
we Ne 6you successfully complete a-round, 
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you are awarded bonus points for 
every unfired missile. 

Keep track of how many missiles 
each silo has left by watching the 
number that appears just below the 
Silo. If it:reaches zero, you're in big 
trouble! And remember - your silos 
are NOT missile-proof, so you must 
protect them, too! 

A warning tone will sound when either of your silos has only 
3 missiles remaining. A second, distinct tone will sound if 
you attempt to fire from a silo that is out of missiles. 


Scoring & Gaining Extra Districts 


The main. objective of Missile 


BONUS POINTS Command is to score as many points 
Sie TT as possible. The current player’s 
eoNUS CITY point totals appear on the screen 


eo ae “th directly under the.city. After a game 


ae ae = : : | : | 2 farcaDe. : 


is over, and if you have accumulated one of the high- 
est scores recorded, you will be added to the High 
Score table. 

You.are awarded points for destroying enemy missiles, 
satellites, bombers and smart bombs. The points 


breakdown for Round 1 are: 


Round 2: Round 1 points x2 
(i.e., 50 pts. for each incoming missile) 


Round 3: Round 1 points x3 


(i.e., 75 pts. for each incoming missile) fap 


ik, 
4 Round 4: Round 1 points x4 
“bombs won't begin to. 4 (i.e., 100 pts. for each incoming missile) 


bens ee! Round 5: Round 1 points x5 
Round'3. After Round ~ (i.e., 125 pts. for each incoming missile) 
1 the” points: Dcj[ee Round 6 and beyond: Round 1 points x6 


A ee) (i.e., 150 pts. for each incoming missile) 


PLAYER 1 
3 X* POINTS 


DEFEND LONDON 


Ade. a 


Bonus Points 

After all city-threatening objects 
have been destroyed, the following 
bonus points are awarded: 

etoFQO points for each district remaining 
* "points for each unfired missile: 


Bonus: Points also increase after 
évery: round in the same ratio as regu- 
lar-points (see POINTS TABLE). 


Extradiistricts 

The city you are currently protecting 
will gain an extra distriet for every 
10,000 points you earn. However, 
six districts are the maximum you 
can have on the screen at once. 
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GAME OVER, MAN! GAME OVER! 


The game ends when a city you are defending loses all 
of its districts, including any extra districts gained by 
scoring 10,000 points. Again, if your score is among 
the highest at the conehusion of the game, you will be 
added to the High Score table, Better keep practicing... 
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REV-| 
3-MONTH LIMITED WARRANTY (For Hardware, Game Paks, & Accessories) 


Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the product (hardware, game paks and accessories) shall 
be free from defects in material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo will repair or replace the defective product or component part, at 
its option, free of charge. 


ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only) 


Nintendo warrants to the original purchaser that the hardware product shall be free from defects in material and workmanship for an 
additional three (3) months beyond the original 3-month warranty period described above. If a defect covered by this warranty occurs 
during this additional 3-month warranty period, Nintendo will repair the defective hardware product or component free of charge. The 
original purchaser is entitled to this additional 3-month limited repair warranty only if the Consumer Proof of Purchase Card (attached to 
the hardware packaging when sold) is returned promptly after the date of purchase to Nintendo by the original purchaser or the original 
purchaser-ts retailer. 


WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY 


You may need only simple instructions to correct any problem with your product. 

Call the Consumer Assistance Hotline at: 1-800-255-3700 rather than going to your retailer. Hours of operation are 6 a.m. to 9 p.m., 
Pacific Time, Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on Sundays (times subject to change). If the problem cannot be 
solved over the telephone, you will be referred to the nearest NINTENDO AUTHORIZED REPAIR Centers” or you will be offered 
express factory service through Nintendo. In some instances, it may be necessary for you to ship the complete product, FREIGHT 
PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service location. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) |S USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO 
(INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY DEVICES); (b) IS 
USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, 
ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (d) HAS HAD 
THE SERIAL NUMBER ALTERED, DEFACED, OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS APPLICABLE). IN NO 
EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED 
OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION 
OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 

This warranty gives you specific legal rights, and you may also have other rights which vary from state to state. Nintendo's address is as set forth on 
the back cover of this manual. 


This warranty is valid only in the United States 27 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. PRINTED IN JAPAN 


